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ABSTRAK 
Pada masa sekarang, pembelajaran menggunakan "learning object" telah 
memimpin dunia pendidikan dengan teknologi pembelajaran yang lebih berkesan dalam 
meningkatkan lagi pembangunan instruksional, reka bentuk dan penyampaian kandungan 
sesebuah pembelajaran. Ini telah membawa paradigma baru dalam kaedah pengajaran 
dan pembelajaran. Fokus kajian ini adalah mtuk melakukan kajian persepsi penerimaan 
di kalangan pelajar seni digital Politeknik Tuanku Syed Sirajuddin Polythenic (PTSS), 
Perlis terhadap penggunaan "learning object" dalam pelajaran bagi penghasilan watak 
3D Modeling. Tujuan dari aplikasi ini adalah untuk membantu pelajar sebagai panduan 
bagi mereka untuk melakukan dan menyelesaikan tugasan mereka dan juga untuk 
meningkatkan dan memahirkan lagi kemahiran 3D Modeling pelajar. Metodologi 
Rekabentuk Penyelidikan (GMDR) oleh Vaishnavi dan Kuechler (2004) digunakan 
untuk membangunkan dan menilai aplikasi. Penilaian terhadap penerimaan dan 
peningkatan pembelajaran selepas menggunakan aplikasi di kalangan pelajar 
dilakukan. Pada akhir kajian ini, penggunaan "learning object" di dalam pembelajaran 
bagi menghasilkan watak 3D berpotensi digunakan dalam kaedah mengajar dan proses 
pembelajaran pelajar di dalam kelas. 
ABSTRACT 
Currently learning object leads education worlds with the instructional technology 
towards more effective instructional design, development and delivery of learning 
content. It has brought new paradigms in the way people teach and learn. The focus 
of this research is to conduct a perception study among digital arts students of 
Polythenic Tuanku Syed Sirajuddin (PTSS), Perlis towards the use of learning object 
in 3D Character Modeling lesson. The purpose of this application is to help student as 
guidance for them to do and finish their assessment and also to enhance and improve 
their 3D skills. Methodology of Design Research (GMDR) by Vaishnavi and 
Kuechler (2004) was used to develop and evaluate the application. An evaluation on 
the acceptance and learn ability of the application among the students carried out. At 
the end of this study, the potential use of learning object in 3D Character Modeling in 
the teaching and learning process can be made. 
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CHAPTER 1 
INTRODUCTION 
This purpose of this study is to determine the perception among the digital arts 
student's of Polytechnic Tuanku Syed Sirajuddin (PTSS) in Perlis towards the use 
of learning object for 3D character modelling lesson. This chapter briefly explains 
the background of the study by providing an overview of learning objects and the 
use. Besides that, problem statement, objectives, significance and scope of the 
study will also be introduced in this chapter. 
1.1 Background 
Nowadays, a process of teaching and learning had grown rapidly together with the 
technological improvement from time to time. Educators need to adapt with the 
existing modem technology and computer science cuniculurn to support 21St 
century learning. Madern students learn differently from those in the past and 
aware of the growth of technology in their daily live. When student learning 
styles are matched with instructional strategies, student achievement is 
The contents of 
the thesis is for 
internal user 
only 
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